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WELCOME 
& THANKS 


sgmsm, 




WOW! Looks like we made it! On behalf of the organizers and staff of Classic Gaming Expo '99, we'd like to thank you for your support! 

The past ten months truly have been a learning experience for us. When we decided to put Classic Gaming Expo together shortly after 
World of Atari '98, it was with one goal in mind: To produce a show celebrating the history of video games that was run BY classic 
gamers, FOR classic gamers. We never hoped to become an E3; there's already one of those. We simply wanted to put on a show that 
would be enjoyed and remembered by all those in attendance. A place where we could put faces to the names of our friends and heroes 
in the classic gaming world. 

To this end, we feel we've come fairly close to achieving our goals. Granted there have been some mistakes and oversights made on our 
part in organizing this event but we hope you'll let us use the excuse, that "it's our first time doing this". It seems that there have been 
no less than seven or eight thousand things that we've had to keep track of and many times along the way, even we thought it would all 
never come together. Yet here we are presenting to you what we hope will rank among your fondest of video game-related memories. 

We take great pride in the fact that we have assembled the largest gathering of classic video game enthusiasts ever. You won't hear us 
bragging about how flashy our displays are, OR crying about how much everything is costing in both our time and our money. This has 
been a labor of love for us and the vast majority of classic game fans have embraced our efforts. From our distinguished guests who 
have so graciously donated both their time and money to attend, to the hundreds of attendees spending their vacations here in 
Las Vegas not really knowing what they're getting themselves into, you are the people responsible for making this show a success. 

As you browse around today, relax and take the time to enjoy yourself and realize that this is your show. 

Keep in mind that the distinguished guests are essentially here to meet YOU. Your instinctive reaction upon reading the name badge of 
people like David Crane, Ralph Baer, Arnie Katz, or any of the other celebrities in attendance might be to stand there in awe from afar. 
These folks are just as much in awe of you as you may be of them. They're here at Classic Gaming Expo being honored for work they 
did roughly twenty years ago that is still touching the lives of people all over the world. Approach the guests and strike-up a 
conversation. Most of them would love to talk about the old days with you. Just be careful not to drool on anyone's shoes. 

Before we go, we have to take a moment to thank all the Sponsors, Exhibitors, Special Guests, Volunteers, and Attendees for their 
support. Without everyone working together, this show could not take place. Some special thanks are in order for those who went above 
and beyond the call of duty in helping to organize this event; namely Les Caron, Walter Day, Jerry Jessop, Debra Keller, Tom Keller, 
Marc Oberhauser, Jeff Randles, Don Rogers, and Don Thomas. A final, most important thank-you goes out to our families who were 
both kind, and supportive enough, to put up with our antics these past many months. 


Once again, welcome to Classic Gaming Expo '99! On to the show... 



The CGExpo Staff 

John Hardie, Keita lida, Sean Kelly, Thomas & Debra Keller 
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Additional Vendors 


Digital Press 
Hot Rod Joysticks 


Marvin Lambright Sales 
Microdaft 
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SPONSORS 


The Classic Gaming Expo Staff would like to thank the following 
companies for their very generous support: 

Teiegames USA 
Digital Eclipse 
Nyko Technologies 
Hasbro Interactive 
Next Generation Magazine 
Video Game Depot 


Additional Support & Services were provided by: 

THQ 

Capcom 
Midway Games 
GameWeek Magazine 

































€ SCHEDULE 

SATURDAY 


9:00 AM 

Show Opens 

9:00 AM - 6:00 PM 

Vendors/Exhibitors (Main Hall) 

9:00 AM - 6:00 PM 

CGE’99 Museum Exhibit (Museum Room) 

9:00 AM - 6:00 PM 

CGE’99 Video Screening (Screening Room) 

9:00 AM - 6:00 PM 

Coin-Op Free Play (Main Hall) 

9:00 AM - 6:00 PM 

Home Video Game - Game Station Free Play (Main Hall) 

9:00 AM - 6:00 PM 

Missile Command/Rip Off Coin-Op Raffle (Tim Arnold’s Booth) 

9:00 AM - 6:00 PM 

Hydro Thunder Tournament (Main Hall) 

9:00 AM - 6:00 PM 

Twin Galaxies Hi-Score Competition (Main Hall) 

1:00 PM - 3:00 PM 

Warlords Tournament (Main Hall) 

6:00 PM 

Show Closes 

6:30 PM-8:00 PM 

Collectors’ Buy/Sell/Swap Session (Conference Room) 


SUNDAY 


10:00 AM 

Show Opens 

9:00 AM • 6:00 PM 

Vendors/Exhibitors (Main Hall) 

9:00 AM - 6:00 PM 

CGE’99 Museum Exhibit (Museum Room) 

9:00 AM - 6:00 PM 

CGE’99 Video Screening (Screening Room) 

9:00 AM - 6:00 PM 

Coin-Op Free Play (Main Hall) 

9:00 AM - 6:00 PM 

Home Video Game - Game Station Free Play (Main Hall) 

9:00 AM - 6:00 PM 

Missile Command/Rip Off Coin-Op Raffle (Tim Arnold’s Booth) 

9:00 AM - 6:00 PM 

Hydro Thunder Tournament (Main Hall) 

9:00 AM - 6:00 PM 

Twin Galaxies Hi-Score Competition (Main Hall) 

12:00 AM - 2:00 PM 

Tempest Duel Tournament (Main Hall) 

5:00 PM 

Show Closes 
































KEYNOTE SCHEDULE 

SATURDAY ____ 

PANEL DiSCljSSiON/SPEECH SCHEDULEnConfeience^oi^ 

9:30 AM -10:10 AM Vectrex Guys (Group Speech) 


Michael Cartabiano Tom Sloper 

Patrick King Jay Smith 

10:20 AM -11:45 AM 

Atari Programmers (Group Speech) 


Rob Fulop 

Bob Smith 


Tod Frye 

Howard Scott Warshaw 


Bob Polaro 

Steve Woita 

11:55 AM-1:00 PM 

Console Hardware Legends (Panel Discussion) 


Ralph Baer 

Jerry Lawson 


Joe Decuir 

Jay Smith 


Jay Fenton 


1:10 PM - 2:25 PM 

Coin-Op Guys (Panel Discussion) 


Lee Actor 

Warren Davis 


John Morgan 

Ed Logg 


Brian Colin 

Tim Skelly 

2:35 PM - 3:35 PM 

Entrepreneurs/Executives (Panel Discussion) 


Tony Clowes 

Dave Nutting 


Rick Dyer 

Don Reisinger 


Stuart Kesten 

Steven Wyatt 

3:45 PM - 5:00 PM 

Blue Sky Rangers (Group Speech) 


Don Daglow 

Karen Nugent 


William C. Fischer Keith Robinson 


Joe King 

Steve Roney 


Mike Minkoff 

Dave Warhol 

5:10 PM - 6:00 PM 

Imagic Guys (Group Speech) 


Rob Fulop 

Bob Smith 


Dennis Koble 



SUNDAY 


PANEL DISCUSSION/SPEECH SCHEDULE: (Conference Room) 

10:15 AM -10:50 AM 

Joe Decuir 

11:00 AM -12:15 PM 

Activision Guys (Group Speech) 

Steve Cartwright Garry Kitchen 

David Crane David Rolfe 

12:25 PM -1:00 PM 

Sam Palahnuk/Shannon Donnelly 

1:10 PM - 2:25 PM 

Classic & Contemporary Video Game Issues 

Ernie Cormier Christian Svensson 

Arnie Katz Donald A. Thomas, Jr. 

Bill Kunkel Joyce Worley 

2:35 PM - 3:20 PM 

Ralph Baer 

3:30 PM - 4:10 PM 

From Apple to VCS to Coin-Ops (Group Speech) 

Dan Thompson 

Mark Turmell 

4:20 PM - 4:55 PM 

John Harris 




*** Please note all times and guest listings are subject to change *** 
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LEE ACTOR 

Then: Although best known for his Advanced Music System for the Atari 8-bit 
computers, Lee has an enviable list of hits to his credit. Lee was the first 
programmer at Sente and designed the incredible Snake Pit, as well as Hat Trick, 
Team Hat Trick, and Street Football. 

Now: Lee is now the Vice President of Software with Universal Studios, 
where he works with his long-time friends, Dennis Koble and Roger Hector. 


RALPH BAER 

Then: Ralph designed the first video game, the Magnavox Odyssey. He was the 
creative force behind such items as the Coleco Telstar Arcade system, Milton 
Bradley’s Simon, Coleco Gemini game console and the Coleco Kid Vid peripheral 
for the Atari 2600. Ralph has over 150 patents worldwide in his name. 

Now: Currently retired, Ralph can’t seem to shake the inventing bug. He is still 
tinkering and inventing new ideas and concepts on an almost daily basis. 


STEVE CARTWRIGHT 

Then: Steve was one of the ace programmers at Activision. Over the years he has 
entertained us with such hit titles as Megamania, Frostbite, Barnstorming, Plaque 
Attack, and Seaquest for the Atari 2600, as well as Hacker & Hacker 2 for various 
computer systems. 

Now: After a stint at Accolade, Steve joined Electronic Arts in 1992 and is still 
there today. He currently holds the title of Creative Director and has been involved 
with the NBA Live line of games. 


BRIAN COLIN 

Then: Along with his partner Jeff Nauman, Brian worked as a team member on a 
number of arcade “classics”. Here’s just some of the video games that Brian helped 
create while at Bally/Midway: Satan’s Hollow, Spy Hunter, Kickman, Tron, Discs Of 
Tron, and Kozmik Krooz’r. 

Now: Designed Rampage, Xenophobe and others. Currently partners with Jeff 
Nauman at Game Refuge, Inc., where they were the principal game designers of the 
1996 arcade smash, Rampage World Tour, which they developed for Midway. 



DAVID CRANE 

Then: Best known for the Activision mega-hit Pitfall, David actually got his start at 
Atari where he created such hits as Slot Machine, Outlaw, and Canyon Bomber. At 
Activision, he designed a string of hits including: Activision Decathlon, Dragster, 
Fishing Derby, Freeway, Ghostbusters, Grand Prix, Laser Blast, Skateboardin’, and 
Super Skateboardin’ (7800). Other titles include A Boy and His Blob, Little 
Computer People, and Amazing Tennis. In addition to his software achievements, 
David is a hardware whiz who helped in the design of the Atari 800 computer’s 
operating system, as well as two integrated circuits designed for video game 
applications. 

Now: David is the co-founder and Chief Technology Officer of Skyworks 
Technologies, a privately held multimedia developer specializing in interactive 
marketing and high-end game development, in addition to being an authorized 
developer for the Sony Playstation. 


DON DAGLOW 

Then: Don got his start by writing the first computer baseball ever made (on a 
PDP-10 mainframe). He joined Mattel where he wrote Utopia and contributed to 
TRON Solar Sailor. Don later went to Electronic Arts where he hired numerous 
former Intellivision programmers and designers to develop such hits as Adventure 
Construction Set, Earl Weaver Baseball, and Racing Destruction Set. 

Now: Don founded Stormfront Studios with two former Mattel programmers. 
Stormfront is the developer of the NASCAR series from EA Sports, Star Trek: Deep 
Space Nine, John Madden Football, and the Tony La Russa Baseball series. They 
also pioneered multi-player Internet games with Neverwinter Nights for America 
Online. 


WARREN DAVIS 

Then: At Gottlieb, Warren was the lead designer of the brilliant arcade classic, 
Q*Bert. His follow-up effort was a futuristic laserdisc game called Us vs. Them. 
Warren then brought his talents to Williams where he developed Joust 2 and also 
contributed to NARC. 

Now: Warren was part of the team that developed the successful, movie licensed 
gun game, Terminator 2. Since then he has become a highly successful game 
designer at Disney Interactive Studios. 


JOE DECUIR 

Then: Joe Decuir worked on the chip and system designs for the Atari 800 and 
2600 and also prototyped several games that would validate those designs. After 
leaving Atari he joined Jay Miner in doing system architecture work for the Amiga 
1000, particularly on the Agnus DMA graphics engine. 

Now: Joe has done extensive work involving PC communications at Everex and 
Microsoft. He edited a number of national and international communications 
standards, particularly for how a PC talks to data, fax and voice modems. He now 
works as a technical evangelist for Windows Networking at Microsoft. 



r 



























SHANNON DONNELLY 

Then: Shannon has worked as a designer, writer, and producer on interactive 
products for most “bleeding edge” technologies over the past sixteen years, 
including the arcade hits Dragon’s Lair, Space Ace, and Thayer’s Quest. 

Now: Since then, Shannon has gone into online interactivity - applying gaming 
ideas to interactive Web sites. She is currently a Senior Producer at Warner Brothers 
Online as well as a respected lecturer at UCLA where she also teaches a class on 
game design. 


JAY FENTON 

Then: At Bally, Jay designed the classic pinball game, Fireball, which was 
designed for home use. He later went on to design the Bally Astrocade and the Bally 
Basic Interpreter. His arcade achievements are numerous including such classics as 
Gorf and Robby Roto. Jay then formed Macromind and coded the fantastic 
MacroMedia Director. 

Now: Jay joined Alan Kay’s Vivarium Project for a while and had other stays at 
companies such as Apple, Farallon Computing, Kaleida Labs, and Electric 
Communities. In 1998, Jay joined the SRI Center for Technology in Learning where 
he is working on the LEGO Mindstorms project. 


WILLIAM FISHER 

Then: William wrote Intellivision Space Hawk and co-wrote B-17 Bomber and 
Space Spartans. He also oversaw Mattel’s IBM PC and Apple II product line as well 
as Mattel Electronics of Taiwan. 

Now: These days William is is still hard at work in the video game industry. He is 
the President of Quicksilver software which is responsible for such classics as 
Castles l&ll for Interplay and two in the Shanghai series for Activison. 


TOD FRYE 

Then: Best known for Pac-man for the Atari 2600, Tod also programmed a trio of 
unreleased 2600 games; Xevious, Shooting Arcade, and Save Mary. 

Now: Tod is currently a “game builder” for the 3D0 company. 


ROB FULOP 

Then: Rob is the man behind the 2600 conversions of Night Driver and Missile 
Command, as well as Space Invaders for the Atari 8-bit computers. After Atari, Rob 
joined Imagic where he wrote the award-winning Demon Attack, in addition to 
Cosmic Ark and Fathom. For Hasbro, he engineered the design for Sewer Shark and 
Night Trap. Both of these feature length interactive movies were later released by 
Digital Pictures. 

Now: As the founder and Creative Director of PF. Magic, Rob invented the 
computer pet, and served as co-designer of DOGZ, the company’s breakthrough title 
which, together with the sequels CATZ, ODDBALLZ, DOGZ II, and CATZII have sold 
over two million copies. After PF. Magic was acquired by The Learning Company, 
Mr. Fulop shifted his focus to the Internet as a platform for wide scale distribution of 
future interactive entertainment experiences that he is currently developing. 



WILLIAM GOODRICH 

Then: Bill was involved with the creation of music and sound effects for several 
Intellivision games including BurgerTime, Buzz Bombers, Lock W Chase and TRON 
Deadly Discs. Bill was also the programmer for the unreleased Intellivoice game, 
Quest. 

Now: After leaving Mattel Electronics, Bill became Doctor Goodrich, 
psychotherapist. He currently resides in Colorado with his family. 


JOHN HARRIS 

Then: Best known for his work at Sierra On-Line where he programmed 
Jawbreaker, Frogger and Mousekattack for the Atari computers, John also designed 
educational software for the 400/800 while at Blythe Valley Software. For 
Tigervision, he ported his famous Jawbreaker to the 2600. 

Now: Most recently John was with a company called Pulsar, where they were 
involved in developing games for Sierra. 


ROGER HECTOR 

Then: Roger got his start at Atari where he worked on Warlords and Battlezone, 
and was later promoted to the position of Director of Advanced Products. In 1982 he 
co-founded Videa and contributed to the unreleased 2600 game, Meltdown. Roger 
became the Senior VP of Engineering after Videa was acquired by Nolan Bushnell’s 
Sente and was partly responsible for the arcade hits Snake Pit, Hat Trick, and Mini 
Golf. He later moved on to work as an Executive Producer at Electronic Arts, where 
he worked on Jordan Vs. Bird: One on One, Zany Golf and Skate or Die. 

Now: In 1989, Roger joined Disney Software where his game credits include 
Mickey’s Castle of Illusion and Animation Studio. Sega called in 1992, and as Vice 
President/General Manager of the company’s Sega Technical Institute, he oversaw 
the Sonic the Hedgehog series and Comix Zone. Mr. Hector is currently the 
President of Universal Interactive, where the company’s latest product, Xena: Warrior 
Princess (for Sony Playstation) is due to be released this fall. 


LEONARD HERMAN 

Then: Leonard is an accomplished author who has written articles for 
Videogaming & Computer Illustrated, Electronic Gaming Monthly, and Games 
Magazine, well as two books on video games; Phoenix: The Fall & Rise of Video 
games (the definitive book on video game history) and ABC To The VCS (A 
Directory of Software for the Atari 2600). 

Now: Residing in New Jersey, Len is a technical writer and computer programmer 
who in his spare time, serves as an advisor for Videotopia, a traveling video game 
museum exhibit. 
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ARNIE KATZ 

Then: Along with Bill Kunkel and Joyce Worley, Mr. Katz was one of the founders 
of Electronic Games Magazine, the first and most popular publication devoted 
strictly to electronic games entertainment. 

Now: Arnie was once again at the helm of Electronic Games when reappeared in 
the early 1990’s. He was the Editor of Inside Games, an online interactive games 
magazine until the end of 1998, and is now a contributing writer to Game 
Intelligence, a leading electronic entertainment trade publication. 


STEVEN KENT 

Then: A respected journalist and video game historian, Steven Kent is a columnist 
for The Seattle Times, Los Angeles Times, NEXT Generation Magazine and MSNBC. 

Now: Steve is also the author of the forthcoming book, Electronic 
Nation, on the history of video games. 


STUART KESTON 

Then: As founder and president of American Multiple Industries, Stuart formed 
Mystique, a video game division specializing in adult video games. Mystique 
released the controversial games, Bachelor Party, Beat ‘Em And Eat ‘Em, and 
Custer’s Revenge for the Atari 2600 game system. 

Now: Mr. Kesten’s company, Kesten Marketing Group, is involved in the marketing 
of various products that he has created and developed. He also provides consulting 
services to companies around the country. 


JOE KING 

Then: Joe worked on a greater variety of game systems than any other artist or 
programmer at Mattel, contributing graphics for games on the Intellivision, Atari 
2600, Colecovision, Apple II, and Aquarius. He was also picked to do some demos 
for Intellivision III and the top secret Intellivision IV. His Intellivision titles included 
Motocross, Loco-Motion, and Space Shuttle. Joe was also the co-designer of Hover 
Force and the unreleased Magic Carousel. 

Now: Joe is currently quite the jack of many trades in that he is Cartoonist, 
Designer, Art Director, and Licensing Professional all out of his own production 
studio “FUNNY PAPERZ”. 



GARRY KITCHEN 

Then: Garry’s first game was Bank Shot, a Parker Bros, hand-held, that was named 
as one of the 10 best toys of 1980. His first Atari 2600 product was Coleco’s 
Donkey Kong. After joining Activision, Garry designed the award-winning Keystone 
Kapers, as well as Pressure Cooker and Space Jockey (U.S. Games). Garry moved 
into the Commodore 64 arena where he created The Designer’s Pencil and Garry 
Kitchen’s Gamemaker, which earned him the title of Video Game Designer of the 
Year in 1985. 

Now: In 1986 Garry founded Absolute Entertainment, a company that created over 
120 software titles for various platforms. Kitchen released The Simpsons: Bart vs. 
the Space Mutants in 1991 and Super Battletank in 1992. Garry is a co-founder of 
Skyworks Technologies, along with his old Activision buddy, David Crane, where he 
serves as President and Chief Executive Officer. 


DENNIS KOGIE 

Then: Dennis got his start in Atari’s coin-op division, where he designed such 
wonders as Avalanche, Sprint 2, and Dominoes among others. He also designed a 
slew of unreleased Atari hand-held games as well as the extremely popular Touch 
Me. In 1982 he co-founded Imagic where he programmed such greats as Atlantis, 
Trick Shot, Solar Storm, and Shooting Gallery for the Atari VCS. Dennis joined 
Nolan Bushnell’s Sente where he worked on several arcade games including Mini- 
Golf and Night Stalker. 

Now: More recently, he co-founded Polygames where he was involved in the 
development of the PGA Tour Golf series for Electronic Arts. Dennis is currently the 
Vice-President of Technology at Universal Studios, where he is the lead designer of 
the Sony Playstation game Xena: Princess Warrior. 


DAN KRAMER 

Then: Dan was in the middle of the Consumer Engineering Group at Atari; 
responsible for developing both home computer and home video game products. 
Dan championed the creation of the Trak-ball Controller for the home gamer: the 
models for both the 800 computer/2600 VCS and the 5200 Super System were 
brought to market as a result of his diligence. He also received a U.S. patent for 
designing the digital to analog interface for the 5200 trak-ball. 

Now: Since 1994 Mr. Kramer has operated as an independent servicing entity for 
classic video games, pinball machines, juke boxes, arcade games, and more 
recently the Sony Playstation. Dan has recently joined Nyko, a leading manufacturer 
of controllers and accessories for major video game systems. 


GILL KUNKEL 

Then: Bill co-founded Electronic Games magazine, the premier Video Game mag 
of its day. He also had a hand in designing several new magazines including Video 
Games & Computer Entertainment, Sega Visions and a new incarnation of Electronic 
Games in 1992. Bill is well-known for his popular Game Doctor and Kunkel Report 
columns. 

Now: Recently Bill co-founded the magazine PC Ace before going on to work on 
the creation of the print magazine, Gamefan Sports Network, an all-platform 
publication devoted to coverage of all types of sports games. After a stint at Inside 
Games and some work with Strategy Guides for Prima Publishing, Bill took a 
position as Director of Interactive Development for Platinum Studios. 



















JERRY LAWSON 

Then: Jerry was the creator of the first programmable home video game system in 
history, the Fairchild Channel F, released in 1976. 

Now: These days Jerry is an independent technical consultant for several major 
software and hardware companies. 


ED LOOP 

Then: Ed was one of the first programmers/designers at Atari, where he designed 
such coin-op titles as Dirt Bike, Super Breakout, and Video Pinball. Ed achieved 
superstar status with the legendary hits Asteroids, Centipede and Millipede. After 
the split of Atari, he stayed with Atari Games and was wholly or partly responsible 
for the creation of such coin-op favorites Gauntlet and Gauntlet II, Xybots, Steel 
Talons, and Space Lords. Ed also did some Atari 2600 work, designing the puzzle 
game, Othello. 

Now: Ed wrote the controversial Tengen version of Tetris for the Nintendo 
Entertainment System. Today, he works on the home conversions of Midway and 
Atari Games’ popular arcade games, with Nintendo 64 versions of Wayne Gretzky 
3-D Hockey and San Francisco Rush being his most recent works. 


MICHAEL MINKOFE 

Then: Michael wrote Intellivision Snafu, co-wrote PBA Bowling, and was one of 
several contributors to Space Spartans before moving into management. Fie 
became Director of Applications Software, and was responsible for the M-Network 
line (Atari, IBM PC, Apple II and Aquarius) in addition to some Intellivision 
products. 

Now: Currently Michael is a Senior Engineering Manager at Hitachi America, 
responsible for CD-ROM, DVD-ROM and DVD-RAM drives. He interfaces with key 
OEM customers such as Dell, Compaq, IBM, HP, Apple, Gateway, Packard Bell/NEC, 
Micron and others. 


JOHN MORGAN 

Then: After college, John founded Morgan Software where he released many 
games for the Apple II including Treasure Search, Advance, Speedway, Foosball, 
and Othello V. In 1984 he joined Taito and programmed the ground-breaking Zoo 
Keeper arcade game. John then joined Williams where he ported pinball operating 
systems to new hardware. 

Now: At Cinematronics, John conceived and was responsible for the arcade 
smash, Super Off-Road, in addition to the Track Pack upgrade for it. John went to 
Sculptured Software where he conceived and led the team for Dirt Trax FX for SNES, 
and co-conceived and led Smokin’ (a 3-D motorcycle game) for the Hasbro Virtual 
Reality system. Now, John is the Corporate Technology Director at Interplay 
Productions, where he is currently the director of several Playstation 2 games. 


ALUMNI 


JEFF NAUMAN 

Then: Along with his partner Brian Colin, Jeff worked as a team member on a 
number of arcade “classics”. Here’s just some of the video games that Jeff helped 
create while at Bally/Midway: Satan’s Hollow, Spy Hunter, Kickman, Tron, Discs Of 
Tron, and Kozmik Krooz’r. 

Now: Designed Rampage, Xenophobe and others. Currently partners with Brian 
Colin at Game Refuge, Inc., where they were the principal game designers of the 
1996 arcade smash, Rampage World Tour, which they developed for Midway. 


KAREN NUGENT 

Then: Karen was a graphic designer at Mattel and contributed to Super Pro 
Football, Burgertime, Mission X, and the unreleased game, Flintstones Keyboard 
Fun for the Intellivision. 

Now. Karen has been working for Disney for the past ten years and has worked on 
nearly every Disney animated feature since The Rescuers Down Under. She paints 
the actual animation cells for these features and also trains staff on the use of 
animation computers. 


DAVE NUTTING 

Then: Before becoming involved in video game design, Dave was involved in 
numerous projects that spanned a wide array of fields. Dave built rocket launching 
sites while in the military and among other things has designed outboard motors, 
boats, snow mobiles, pots, pans, coffee makers, computer-controlled milling 
machines, tractors, lawn mowers, and cars. Dave started Nutting Industries where he 
manufactured a coin-operated quiz game called the I.Q. Computer, in addition to the 
arcade games: Red Baron, Flying Ace, U-Boat, and Air Ball. In 1972 he formed Dave 
Nutting Associates. Nutting Associates created over thirty games for Bally/Midway 
including Gun Fight, Sea Wolf, Wizard of Wor, Baby Pac Pin, and Gorf. Dave 
himself created over 15 electro-mechanical and 32 video games.. Nutting 
Associates also developed a home video game system known as the Bally Arcade. 

Now: Dave dissolved Nutting Associates and moved to Colorado. Between game 
projects he continues to design and build helicopters. 

His current model is called the Tiger Shark and he recently returned to automotive 
design by building a Nutting sports car using a Pontiac Fiero chassis. 


SAM PALAHNUK 

Then: Sam is famous for his work on the coin-op simulator, Star Trek. He has 
designed, produced and shipped more than 25 products during his illustrious 
career. 

Now: Sam’s hit products include The Disney Animation Studio, Mickey’s 123’s, 
and Wolf among others. Sam is now an Executive Producer at Disney Interactive. 
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Then: Bob's game career started with Commodore where he designed the PET 
titles, Baseball, Stock Portfolio, and Blackjack. He jumped to Atari and released 
States And Capitals, Hangman, Biorhythm, Lemonade Stand, and Mugwump for the 
Atari 8-bit computers. Bob really hit gold when he moved into 2600 development 
with such unforgettable titles as Defender, RealSports Volleyball, Desert Falcon, 
SprintMaster and Road Runner. He also designed the 2600 version of Rampage for 
Activision. 

Now: Bob signed on with THQ, and was the lead designer of Bass Masters Classic 
for the Super Nintendo. He also assisted in the Sega Genesis translation as well. 

Bob is now making video redemption games for Lazertron 


KEITH R08INS0N 

Then: Keith joined Mattel as a programmer and designed the game, TRON Solar 
Sailer. He then moved into a management position where he supervised the 
production of titles for Intellivision, Coleco, and other platforms. After Mattel sold 
the Intellivision rights to INTV Corp., Keith started a graphic design firm that was 
contracted to design the package art for INTV’s Intellivision releases until INTV shut 
down in 1990. 

Now: Keith and Mattel alumnus Stephen Roney founded Intellivision Productions 
and purchased the rights to the Intellivision system and games. In 1998, the 
company released Intellivision Lives!, a CD-ROM compilation of the original games 
for play on the PC and Mac. Keith is also an award-winning cartoonist. His weekly 
comic strip, “Making It," appears in many national newspapers. His cartoons and 
illustrations also appear regularly in many magazines, including Playboy, Cat Fancy 
and Dog Fancy. 


O-J $^M*AVID ROLFS 

Then: David’s first work in the video game field was in the design of Exidy’s Star 
Fire and Fire One!. David then became the first Intellivision programmer, before the 
Blue Sky Rangers were formed. He designed and implemented the Intellivision 
EXEC which is, for the most part, the brains behind the system. He also 
programmed Poker & Blackjack, Major League Baseball, and Checkers. David 
created the Atari VCS M-Network games Baseball and Frogs & Flies as well as 
Beamrider for Activision. 

Now: Dave’s been pretty much freelancing the past 15 years. He’s done some 
accounting software for the PC as well as various other PC programming. 

He even designed a cool Electronic Performance Meter for cars. Dave still has his 
promotional Decathlon jacket from Activision. 


STEPHEN RONEY 

Then: Stephen co-designed and co-programmed the Intellivoice games Space 
Spartans, B-17 Bomber, and the unreleased Space Shuttle. He also designed and 
programmed the unreleased game Hypnotic Lights as well as handling the 
conversion of Utopia to the Aquarius Home Computer System. 

Now: Steve is the co-founder of Intellivision Productions, Inc., the company that 
purchased the rights to the Intellivision system in 1997. As Vice President of 
Software Development, he developed the Macintosh game player for the Intellivision 
Lives! CD-ROM. 


TIM SKELLY 

Then: Tim worked for Cinematronics where he programmed and or designed Star 
Hawk, Sundance, Warrior, Rip-Off, Star Castle, Armor Attack, and War of the 
Worlds. Tim became a freelancer and his first contract was to create Reactor for 
Gottlieb. Tim did some work for Epyx on Winter Games and Championship 
Wrestling and also for Cinemaware on their Three Stooges game, all for the Amiga. 

Now: Tim spent some time with the Sega Technical Institute and with Microsoft’s 
Research Group. Originally interested in pursuing a career in film and video 
production, Mr. Skelly today spends his time creating short films, the last of which 
was accepted for ACM SIGGRAPH’s prestigious annual film theater presentation. 


TOM SLOPER 

Then: Tom’s first game design was a little game watch from GCE called “Game 
Time”. He then moved onto the Vectrex system where he designed Spike and 
Bedlam. Tom joined Atari Corp. as Director of Product Development where he 
spearheaded the revitalization of the 2600 and 7800 game systems. 

Now: After joining Activision, where he’s currently employed, Tom went on to 
design Alien Vs. Predator, Mechwarrior, Sargon V, Shanghai II: Dragon’s Eye, 
Leather Goddesses of Phobos II, Blast Chamber, and Ghostbusters (NES). 


JAY SMITH 

Then: Jay was the founder of Smith Engineering, where he was the mastermind 
behind the Vectrex, a cartridge-based game system which featured a 9-inch vector 
scan display. Western Technologies, the predecessor to his current company was 
responsible for creating Qbert for the Atari 2600, Atari 5200, and Colecovision. 

Now: Jay founded, and is now the CEO of, Adrenaline Interactive. Adrenaline has 
designed a wide range of products for various platforms including PC and console 
game software, as well as robots, dolls, and candy dispensers. 


R08ERT SMITH 

Then: Like many others, Bob started at Atari where he programmed the best¬ 
selling Atari VCS version of Video Pinball. Bob then hooked up with Imagic where 
he released Riddle of the Sphinx, Star Voyager, Dragonfire, and Moonsweeper. He 
was then contracted to develop the Atari 2600 version of Star Wars for Parker Bros. 

Now: Smith then took his trade to Accolade where he was involved with 
Warpspeed (Super Nintendo, Sega Genesis) and Charles Barkley Shut Up And Jam 
(I and II). Recently Bob came on board at 3DO as one of several programmers who 
worked on Army Men 3D. 







































PON THOMAS 

Then: Don started as the Advertising Director at the Federated Group, a chain of 
65 electronics stores owned by Atari, before officially joining Atari Corp. in 1989. 
Don was the Portfolio Marketing Manager and also helped launch the Lynx, Falcon, 
ST Book, and Jaguar as well as several other hardware and software products. In his 
last years at Atari, Don was the Customer Service Marketing Director and was well 
known as Atari’s “official” spokesperson. 

Now: Don created the incredibly comprehensive I.C. When website 
(www.icwhen.com) which contains a chronological history of video game and 
computer events, news, and milestones. Currently, he is with VM Labs where he is 
the Director of Peripherals Licensing and Promotion. 


PAN THOMPSON 

Then: One of the superstar Apple II game programmers at Sirius Software, Dan 
made a name for himself with the release of Repton and Twerps. When Sirius 
became involved in Atari 2600 games, Dan created The Earth Dies Screaming. He 
also designed Activision’s Zone Ranger for the Atari 8-bit computer line. 

Now: Dan is currently working at Midway where he continues to design games. 


MARK TURMELL 

Then: At Sirius Software, Mark designed the highly-successful games Beer Run, 
Sneakers, and Free Fall. When Sirius got into the Atari VCS arena, Turmell 
programmed the classic Turmoil and Fast Eddie (published by 20th Century Fox) 
and Gas Hog (for Spectravision). 

Now: After moving on to Midway, Turmell has flourished with such arcade hits as 
Smash TV, Total Carnage, and NBA Jam 


PAVE WARHOL 

Then: Dave worked at mattel where he programmed Mind Strike for the 
Intellivision Entertainment Computer System (ECS). He also programmed Thunder 
Castle, supervised the Mattel version of Bump W Jump, and contributed sound 
effects and music to over two dozen Intellivision games. As the founder and 
president of Realtime Associates, Dave produced all of the original Intellivision 
releases for INTV Corp. 

Now: Realtime Associates expanded its work to cover all video game platforms 
and is one of the largest independent game software developers around today. 
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HOWARD SCOTT WARSHAW 

Then: Howard Scott Warshaw came to Silicon Valley in 1979 and, after a brief stint 
at Hewlett Packard, joined Atari. There he produced Yar’s Revenge (Atari’s biggest 
selling original game), Raiders of the Lost Ark, and the infamous E.T. 

Now. After Atari, Howard moved on to a variety of endeavors including Real Estate 
brokerage, professional photography and videography, industrial robotics, and 
teaching. He has published two books, and has produced two documentaries for 
PBS. He has recently worked on his Once Upon ATARI video series which 
chronicles the exploits, intrigues, and atmosphere of Atari in the early days of video 
games. 


STEVE WOITA 

Then: Steve started at Apple where he co-designed a device called the JOYPORT 
which was licensed by Sirius. The Joyport allowed 4 game paddles and 2 Atari 
controllers to be hooked up to an Apple II. Steve later went to Atari where he 
designed three games for the VCS: Quadrun (the first home video game with voice 
that didn’t require extra hardware), Taz, and Asterix. After Atari, Steve did more 
contract work for Apple before going to Tengen to create Super Sprint for the NES. 

Now: Steve went to Sega where he helped develop Kid Chameleon, Sonic 2, and 
Sonic Spinball. After a brief stay at Ocean where he converted WaterWorld to the 
Virtual Boy, Steve did some work with Actual Entertainment on Gubble & Gubble 2. 
Nowadays, Steve designs Java Games and recently joined 3DO. 


JOYCE WORLEY 

Then: Along with Arnie Katz and Bill Kunkel, Joyce helped found Electronic Games 
Magazine, the first publication devoted strictly to electronic entertainment. She also 
concurrently published Electronic Games Hotline, a bi-weekly newsletter which 
covered the latest news concerning the hobby. Worley, Katz, and Kunkel also did 
entertainment content for Video Games And Computer Entertainment Magazine in 
the late 80’s. 

Now: More recently, Joyce was the News Editor for Inside Games, an online 
interactive games magazine. 


STEVEN WYATT 

Then: Steven has held many roles in the video game industry. Some of his jobs 
have included consulting for Atari, as well as being a Manager at Activision during 
1981-82 when their growth went from $5 million to $65 million. He was also the 
Director of Operations for Telesys and was responsible for their financial 
turnaround. Steven was even one of the principle suppliers of AtariSoft titles. 

Now: Steven is currently the CEO of Computers & Education. 
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1 Atari Game Brain - Atari’s unreleased cartridge-based Pong-style machine. Only three of these are known to exist. 

2 Atari Cosmos - Touted as the first commercially produced device to use holograms, Cosmos never saw the light of day. Until recently, this was thought to be the only 
one of this handheld cartridge-based system in existence. 

3 Atari Space Invaders - The system has yet to turn-up, but this is the box for an unreleased LCD handheld game by Atari. 

4 Atari 2600 - Not much needs to be said of the Atari 2600. By far, the most popular system of its era and the system from which the video game market as it is 

today, grew. 

5 TV Boy Console - This system is still being produced in one form or another. It is essentially an entire Atari 2600 system that does not accept cartridges although 
it has 128 games built-in to the system. 

6 Mystique Games - Mystique released only three games for the Atari 2600 and all three of them were “X-rated”. Given the system’s limitations, the rating is 
questionable by today’s standards, but the games are cute nonetheless. 

7 Atari 2600 Rarities - This lot of games consists of arguably the three most difficult to find Atari 2600 games there are - Magicard, Video Life, and Eli’s Ladder. 

8 Atari CX-2000 (Brown) - Essentially an Atari 2600 with two built-in controllers. The cartridge port is in the back and apparently the system was designed as a 
“laptop” 2600. 

9 Atari CX-2000 (Blue) - Here is the second version of the CX-2000. The system is identical to the brown unit except for the coloring. The color scheme was changed 

from brown to blue when Atari decided to shift its focus to targeting the system to children (hence the brighter color.) 

10 Kee Games 2600 - Before there was Atari, there was Kee Games. If you ask us, this model of the 2600 is much more stylish than what they settled on. Eliminating the 

colors was most likely a cost-savings decision. 

11 Atari 2700 - What you have here is a remote control Atari 2600. The controllers are battery-operated and wireless and the console itself is a bit more hi-tech looking. 

12 Atari 2800 - Atari’s entry into the Japanese video game market, the Atari 2800 did not do very well overseas. It is extremely sought-after by collectors worldwide. 

13 Compumate Keyboard - Several different companies announced plans for a peripheral that would turn the Atari 2600 into a computer. Spectravision is the only one 
that made one available on a wide-scale although it is most prevalent in Europe. 

14 Copycart Set - An interesting little device in that it’s sole purpose is to copy Atari 2600 cartridges. Plug a cartridge into the Copycart, and it will read the game’s data 
and store it within itself allowing the user to play the copied game. 

15 Gameline Modem - Plug the gameline modem into the 2600’s cartridge port and connect a phoneline to it and you’,re online Atari 2600 style. Games could be 
downloaded and played as long as the system is left powered-up. 

16 KidVid Controller - Coleco’s KidVid controller is an interesting concept. With the use of special cartridges and a special tape player, the 2600 would turn the tape 
player on and off adding audio to certain parts of gameplay. 

17 Mindlink Controller - Atari designers must have been under the influence of some sort of mind-altering substance when they came up with this beast. Supposedly, 

(no, it does not work) this device could read your thoughts and control a game based on them 

18 Amiga Joyboard - Intended for use with Amiga’s Mogul Maniac Atari 2600 game, skiiers would stand on this device and sway back and fourth to control their 
character on-screen. 

19 Persnnal Game Programmer 1 - Answer software just barely released this device. It was completed at around the same time the video game market was crashing. Acts 
much like a Game Genie or Game Shark in that it allows you to alter certain elements of games. However, it was much more flexible (and hence, more complex as well.) 

20 Starpath Supercharger - The folks at Starpath came up with an interesting way of beating the 2600’s memory limitations. All Starpath games are stored on audio 
cassettes and must be loaded into the device from a standard cassette player. 
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Supercharger Demo Unit -This device, when used in conjunction with the Starpath Supercharger, will play “snipets” from most Starpath games. 

22 Atari 5100 - A prototype “down-to-earth” model of the Atari 5200. The controller storage area is gone making the system much more comparable, size-wise, with 
other systems of it’s era. 

23 Atari 5200 (w/Trak-ball Controller) - While competitive when compared to its rivals, the 5200 SuperSystem’s sales paled in comparison to its predecessor, the 
Atari VCS (2600.) The unreliable and imprecise standard controllers were the achilles heel of an otherwise excellent game console that featured fantastic games. 

24 5200 Kid’s Controller - The prototype games have been “going around” for years. Games like Sport Goofy, Road Runner, etc. that were seemingly designed for kids. 
Here’s a non-functional prototype of the 5200 version of the Kid’s Controller. 

25 5200 Paddle Controller - The only one of these babies is known to exist. Apparently developed by an individual named Gary Rubio. 

26 5200 Asteroids w/Controller - Amazingly enough, this is the only copy of 5200 Asteroids known to exist despite what seems to be a production label. 

The prototype controller was designed specifically for use with 5200 Asteroids. Neither saw the light of day. 

27 5200 Tempest - Why Atari didn’t complete and release the 5200 version of Tempest is beyond us. The game is very well-done and plays a damn good game 
of Tempest. 

28 Hotel Atari 5200 - The Hotel 5200 was used in, you guessed it - hotels. Six games were housed inside the console and a knob on top of the system allowed the user 
to select from the six. 

29 Masterplay Interface - One of several attempts at a remedy for the Atari 5200’s controller woes. The Masterplay Interface allowed the use of a standard Atari 2600 
Joystick in place of the stick portion of the 5200 controller. The player’s choice. 

30 Atari 7800 - Atari had this system designed and waiting in the wings long before Nintendo released its NES but was afraid the market would not embrace another 
system. After the NES’s success, Atari released their 7800 - too little, too late. 

31 Clear Atari 7800 w/stick - In the prototyping stages of hardware design, color is often left-out as they fine-tune the plastic work. Here we have a colorless Atari 
7800 and joystick. 

32 Atari 7800 Keyboard - Very little is known about this prototype Atari 7800 keyboard as the as yet undiscovered software was needed to use it on the 7800. 

Yet another of Atari’s scrapped computer conversion plans. 

33 Intellivision - Mattel had a specific gamer in mind with their entry into the video game market. They were after someone looking for a little more than the 2600 could 
offer (namely complexity and sophistication) and did very well with Intellivision despite never quite “catching” the 2600 in sales. 

34 Intellivision II - Plays all the same games as Intellivision 1 but offers a more streamlined console and detachable controllers. It is also compatible with the ECS 
computer system that will not work on Intellivision 1. 

35 Intellivision Keyboard - The long-awaited Intellivision keyboard never made it past the testing stage and was only available in select markets before being scrapped 
in favor of the ECS computer compatible with Intellivision II. 

36 Intellivision ECS Computer - Mattel’s ECS computer adapter was widely available. It has six games available for it as well as a music synthesizer. 

37 Intellivision Music Synthesizer - Must be plugged in to the Intellivision ECS computer and an Intellivision 2 system. The Melody Master cartridge is intended for 
use with this keyboard. 

38 Intellivision Atari 2600 Adapter - If you can’t beat em, make it possible for all their games to be played on your system. This device allowed Intellivision 2 to play 
all Atari 2600 games. 

39 Intellivoice - Intellivoice is not a voice synthesizer but rather plays back actual voice samples stored in compatible game cartridges. Only four games were released 
that took advantage of this peripheral. 





40 Intellivision Playcable - Hook your Intellivision up to your cable TV and download games from your TV. The service was offered only in Canada for the most 
part but was available in select US cities. 




MUSEUM 


41 Intellivision Imagic Prototypes - One of the biggest problems in developing games for play on Intellivision was it’s extremely non-standard architecture. 
Prototypes were often much larger than standard cartridges in order for testing to be economical. 

42 Intellivision Draughts - Just another name for Checkers but highly sought-after by those wishing to have a complete Intellivision collection. 

43 Tutorvision Cartridges - Tutorvision was a re-styled Intellivision 1 system intended for release by World Book as an educational system. Only one system has been 
located to date and these empty casings are the only remnants of cartridges for the system. 

44 ColecoVision - ColecoVision was the first of the “third-wave" systems (5200 and Vectrex being the others) offering “arcade-like” graphics. Coleco was rushed 
to get the systems on the market and they were notorious for break-downs. 

45 ColecoVision 2600 Adapter - Coleco showed no fear in releasing this system that is essentially a complete Atari 2600 system. Atari sued over infringement, 
but both sides later settled. With this expansion module, ColecoVision gamers were happily able to play most Atari 2600 games on their system. 

46 ColecoVision Driving Controller - This controller was designed for driving games and came complete with the arcade smash Turbo packed-in. 

47 Telegames Personal Arcade - Telegames bought the rights to much of the ColecoVision hardware and software from Coleco and released their own ColecoVision 
compatible system. Designed and manufactured by a company called Dina. 

48 Odyssey - The very first cartridge-based video game system. In order to offer a color effect, plastic overlays had to be placed on the TV screen. 

49 Odyssey 2 - Magnavox’s Odyssey 2 was the only system to offer a complete computer keyboard as part of the system, even if it was actually more of a crude, 
membrane keypad. Their claim was that the “keyboard is the key” although it placed a distant third to Atari’s and Mattel’s systems in terms of sales. 

50 Odyssey “The Voice” - The only true voice synthesizer available for any classic system and it did a damn fine job at it to boot. 

51 Bally/Astrocade - Bally’s system was best known for it’s translation of a sleeper arcade hit Wizard of Wor. The controllers are odd but functional and the games 
are comparable to early Atari 2600 offerings in most instances. 

52 Vectrex - If there ever was a victim of timing, Vectrex is it. It’s the only system of its era to utilize vector graphics and offer a built-in monitor. 

53 Vectrex 30 Imager - Slightly ahead of their time, GCE offered this very respectable pair of 3D goggles for use with three specially programmed games. You won’t 
make any fashion statements wearing these babies, but the effect is cute. 

54 Vectrex Carrying Case - The carrying case had to be “sent away for” so it seems not many units were sold as is it’s very difficult to find. 

55 Vectrex Dust Cover - In much the same boat as the carrying case, not many Vectrex dust covers have turned up over the years. 

56 Vectrex Light Pen - Only three games make use of the Vectrex light pen and none of them are all that interesting. 

57 Emerson Arcadia - Emerson seemed to go a different route than any other video game company of it’s era. They decided to license their technology all over the 
world. This console exists under MANY different names and never did well in the US. 

58 Fairchild Channel F - Believe it or not, this system actually was released before the Atari 2600, making it the first programmable game machine in history. 

Fairchild either didn’t have the bucks or marketing know-how to make their system a hit. 

59 RCA Studio II - We wish we knew what RCA had in mind when they released this system. At the time of it’s release, there were already far superior systems on the 
market so the Studio 2 never stood a chance. 

60 Coleco Tabletops - These are among the most highly sought-after by handheld collectors. Coleco's mini-arcades were designed to look like their arcade 
counterparts and did very well. 

61 Entex Handhelds - PacMan2, Defender & Galaxian 2. Los Angeles-based Entex was a big player in the late 1970’s and early 1980’s in the handheld market. 

These trio of arcade licensed titles were quite successful for their time. 
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Microvision - Milton Bradley’s Microvision was the one of the few and certainly the most successful “cartridge-based” handhelds of its era. 

Electronic Games Magazine - Electronic Games was the premier (and very first) video game publication in the early 80’s. Despite several competitors, nobody 
could touch EG as king of the hill. 

Imagic Previewer - A rather large 2600 cartridge selector device that was used for store displays. 

Sega SG-IOOO - Before the Sega Master System, there was the SG-1000, which was not released in the United States. It debuted in 1983 in Japan, shortly after 
the Famicom (Nintendo Entertainment System.) The SG-1000 featured Colecovision-like graphics, and failed miserably against the Nintendo juggernaut. 

The Mark III (SMS) was released in 1986 and also failed to measure up against the Famicom. 

Nintendo Famicom (with Disk System, 3-D Glasses and Keyboard) - Also known as the Nintendo Entertainment System in the U.S. Released in 1983, 
it sported outstanding graphics and an all-star lineup of games. Nintendo also briefly released several odd peripherals, including a disk system, 3-D glasses and a 
computer keyboard that allowed its user to do rudimentary BASIC programming. 

Columbia Home Arcade - The Atari VCS-compatible system was offered by the Columbia House Video Game Club. The system includes two controllers which are 
combination paddles/joysticks. Essentially a re-badged Coleco Gemini. 

Video Game Brain - Allows six cartridge input, with the ability to switch between them. By RGA International 

“Brown Box” - This is the very first demo unit of what eventually became the Odyssey, the first ever system designed for playing games on a home TV set. 

It was the brainchild of Ralph H. Baer (Chief Engineer for Equipment Design at Sanders Associates at the time) and was engineered and built with help from 
Bill Harrison in 1968. It was later licensed to Magnavox, and the Odyssey was born in 1972. The “Brown Box” is the first ever prototype of a home TV video 
game machine. 

Atari Pong - The home version of Atari’s wildly successful Pong. 

APF MP-IOOQ/MP-IOOO Console - A short-lived game machine that was the hub of the first expandable computer system called “Imagination Machine.” 

Coleco Telstar Arcade - Not to be mistaken with the Coleco Telstar (a dedicated early Pong machine), the Telstar Arcade was a color game console designed by 
Ralph Baer of Odyssey fame. 

Entex Adventurevision - Perhaps the coolest handheld ever designed, this rare system uses LED’s that are shown onto a spinning mirror to display the game 
screens. The Adventurevision takes cartridges, but only 4 games were released for the system. 

Entex Select-A-Game - This handheld uses Vacuum Fluorescent Display in a different way. The unit itself doesn’t contain a game. The games were cartridges that 
when plugged into the unit, provided “different” games. Only 8 games were released for the system. 

Atari Video Pinball - This dedicated console played a game of pinball very similar to the Video Pinball cartridge for the VCS, only the flippers were controlled by 
two “knobs” on the side of the console instead of the VCS joystick. 

Atari Video Music - Talk about a device that was tailor made for the funky-fly 70s. Atari planned to appeal to the disco/psychedelic crowd with its stereo-looking 
device that was to attach to your television and stereo to produce some wacky animations on the tube. Don’t expect anything better than archaic 2600-type stuff, 
however. 



Scramble by Tomytronic - Tomy, Tiger, Entex, Mattel, Bandai, Coleco and Nintendo were among those that duked it out in the handheld race. Tomy was one of 
many producers that translated hit arcade games for play on the small screen. Scramble was licensed by Konami. 


GCE Color Vectrex - A prototype color version of the vector-based transportable game machine (unreleased). 

Megaboy Console - This system was test marketed in Brazil by a company called Dynacom for a very short time as an educational system. It an Atari 2600 clone 
and similar to TV Boy, except that it has a cartridge slot while TV Boy does not. Packaged with a 4-in-1 educational (and original) game. 

Bandai Intellivision - The Intellivision was released in Japan by toy giant Bandai. 
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TWO PICTURES 
ARE WORTH 
ATHOUSAND WORDS. 


Atari vs. IntelHvision? 

Nothing l could say would be more persuasive 
than what your own two eyes will tel!you. 

So compare for yourself. Came for game, feature 
for feature, l think you’ll find bttellivison 
is clearly superior. 

- George. Plimpton— 



APPARENTLY, 
GEORGE PLIMPTON 
ISN’T THE ONLY 
ONE WHO CAN SEE 
THE DIFFERENCE. 



“EITHER THIS IS 
THEIR BEST 
SPACE GAME EVER, 
OR MY 

LIVING ROOM IS 
GOING 165MPH.” 



Pmentsng Star StrilaC The exciting new space game with brilliant 
. colors, gripping tension, and special effects so realistic they appear 
three-dimensional. Compare it to other space games. We think you’ll 
agree that color, excitement and p^iTKIS, CTFtOfUCS ’ 

special effects make Inteillvtsion* § - m .. 

Star Strike the clear winner. | Wf.EI.1.1 wiSiCIN 


Mgent Television 



NOW YOU 
CAN TE LL TH E 
DIFFERENCE 
BETWEEN 
INTELLIVISION 
AND ATARI 
WITH YOUR 
EYES CLOSED 


sics, lifelike figures and realistic gameplay. 

Intdlivision has the hand controller with 16 positiom-The Atari* VCS has 
a joy stick with only half as many. 

The intdlivision system is expandable. 

But nowi the difference is even more obvious. In case you haven’t Heard, 
Intdlivision actually talks. 

Ids true, just attach dte ness IntdfiVbiceT voice synthesis module. Plug in 
any one of our new talking cartrkiges-Then, concentrate on the visual action. 
While MdMx gives you up-te-tbe second verbal status reports, 
feedback. And instructions which are essential to your game strategy. 

Voice is just one innovation,though. 

If you like arcade m» games, youll love new Lock ’N’Chasef *A«.d wait 
until you see Night Stalked with its relentless one-eyed robot. 

Of course, your dealer can sltosv you the difference between I ntdlivision 
and Atari, for your nearest dealer,eall toil free I (800) 32M7I5, In Illinois, 

I <800) 942-8881. Or shut your eyes, and let WTf£l £UECTf©fUCS* 
Intdlivision speak for itself. | 



Mattel Electronics: 

We’ve got the most going for you. 

1983 was a tough year fcr all of us, but p^KS,BulEefT»re”•a™^Bump'NJunnp; , ”• We’regJtthesoBwsreandthehardware 
judging from (he last three months. 1984 Inaddilirai.we’reifitrotbcingaftewiined to put you ahead of the game. And we’re 

promises to be better CtoSeaMst 3 n®softwareaiidffitoar)dingoii planning hi^vpoweredadrertisingaid 

In October 1983. we began a powerful opr ofarigs for Appall and I8M®FC promotionprogramstokeepyoo there, 

well-inteerated marketing prqgam Itcom- There’s ateo the Intellivision 18 and the Thisyea-we’vegptCTerythinggpiogfor 

bared hartS-hittiog advertistng with a proven new System Changes Together they play . us, and evayl hiiggoin gforyoo. 
software prorata. The moreganeslhananyothesjstefn.lhe See os at WCES Booth 823. 

InteOrvision® Master Component *id software mostgames.Uiebest«eliingganids 

•*£SS323SZ!£L. JSSSSSSS1X iNteuiVisioxII 

tom wth new software technology that w0 entertainment system A Ccmceter Keyboard IT S GOT THE MOST GOING FOR IT 

estabfeh us as a leading innovator in the and a Music Synthesiger And we’re not just 

industry Plus our great seingarcade making promises. We're malting shipments. <mom. m 



iNtEUiViSION 

Intellivision has been brought back by the original programmers — members of the world- 
famous Blue Sky Rangers! We’ve dug into our personal archives to uncover never-before-seen 
treasures. Intellivision Lives!, a CD-ROM collection of around 70 released and unreleased 
classic games, is available now for PC and Mac. Later this year, Activision, Inc. will release 
Intellivision Classics for PlayStation®. And soon we ll release Intellivision Lives! Volume 2 
for PC and Mac, featuring Intellivision games first released by Activision and Imagic. We’re 
Intellivision Productions, dedicated to the preservation of video game history because, well, 
we were there. 


www.intellivisionlives.com 

Intellivision and the running man logo are trademarks of Intellivision Productions, Inc., POB 743 Redondo Beach CA 90277. Other trademarks are property of their respective owners. 
1980s ads are shown for historical context and are not intended to imply that Mattel Inc. or George Plimpton endorse current Intellivision products. 

©1982, 1984, 1999 intellivision Productions, Inc. All rights reserved. 



































rideogamedepot.com 


The First and Last Stop 
for video games on the net 

Japanese Imports, Dreamcast, 
Hard to find classics, and much more! 

We carry software from 1977-1999 


516 - 582-5663 
or Visit our Website! 


All 
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Don’t forget to feed the cats. 





Supporting the Atari Jaguar and Lynx... 
into the NEXT MILLENNIUM 



Check out these exciting new products 
at the Songbird table: 


plus a selection of other Jaguar and Lynx games 


CGIs '99 lEXCl.USMES 


brought to you by Songbird Productions 



Songbird Productions and Serious 
Cybernetics have teamed up to release 
an expansion for the existing CM2 game. 
Design and download NEW levels on 
your very own Lynx! 



Thought you had those failing brick puzzles 
beat? Wait until you play a new twist - Lexis, 
for the Atari Lynx! Multiple game play options, 
special words that enable cheats and 
bonuses, and even an electronic word list 
containing more than 20,000 words! 
















































C4z«m<V Gamer Magazine 



GLaddic Gamer 
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Full Color Magazine Devoted to Classic Gaming 


• Coverage From the Early Games to the Updated Classics 


• Over 50 Pages in Every Issue 


• Featuring Reviews, Previews and Screenshots! 


• Geared Towards the Collector and Hobbyist (not the speculator!) 


Subscriptions Now Available 


“Holy Good Goily. Classic Gamer Magazine is right 
on the money. I am impressed and so should all the 
people who receive this incredible 
publication. 

- Don Thomas 


Stop By Our Booth and 
Enter to Win a Free 
One-Year Subscription! 


http://www.classicgamer.com 


B & C ComputerVisions 


5917 Stope Way 
El Dorada, CA 95623 
(530) 295-9270 Fax: (530) 295-9271 
Website www.myatari.com 
e-mail myatari2@juno.com 

CGExpo ‘99 show specials 

Your choice for $10.00 each 
CX-80 Trackball, CX-30 Paddles 
Thumb Control Joystick, Light Gun 
XM-301 Modem, Touch Tablet, 

XC-112 Cassette, XEP-80 Interface, 

7800 Carts, Lynx Carts, 

2600 Carts (2), 

Atari Lab Starter, Atari Lab Light 

NEW 8 BIT COMPUTERS 

XE GM 64K Computer w/o access. $ 49.00 
130XE 128K Computer $ 150.00 
65XE 64K Computer $ 105.00 
800XL 64K Computer $ 75.00 
Atari 2600 Jr. w/Joystick $ 49-95 
Atari 7800 w/Joysticks $ 49-95 
Standard CX-40 Joystick $ 14.95 


Atari Sales and Service. 

Jaguar, Lynx, 2600, 7800, 
400/800, XL, XE. Stacy, ST, TT, 
Falcon, Portfolio 


LYNX Jzt 

Free Atari Patch 

With any order placed in September. 
Mention CGE ‘99 Atari Free Patch 
Special & get an Atari Patch FREE! 

B & C ComputerVisions has the world’s largest 
selection of Atari computers, consoles and software. 


















Once Upon ATARI Sertes 



m , DIRECTED & EDITED BY «* VV 
V HOWARD SCim WARSHAW ♦♦ ••**: " 

www.scottw.com 

scon WEST PRODUCTIONS ' - 

. NOW SEE THE GAMES PLAYED BEHIND THE GAMES MADE 



I «Hb LAS I L M U U A L L It, D L V U ■ I ■ n « u . j r L. ■ ^ ^ 

We offer the Largest selection and lowest pricing on 



JkATARI *-YN3« SEGACD 

SUPERVISIfiN (Nintendo) 132X 
CDl /«S\ 

pHilups C QPiEBlSp 


PlayStation 


TURBO 

GRAFX 


Cgameboy) 

Color 


ENTERTAINMENT SYSTEM 



VIRTUAL BOY 

GAMEGEAR 



Dreamcast 


i 


3DO 


NINTCNDO ^ 4 


HARDTOFINDITEMSrNEWRELEASESfCLOSEOUTSPECIALS! 


Call for a current catalog! Order games wholesale Online! 

1-407-779-1100 * WWW.united 3 ame.c 0 m 
























Validation Number: 


Remember when 
= 1 credit 



Validate this coupon at the Blast from the Past 
booth to receive $50.00 off your next purchase 
of a classic coin-operated video arcade game. 
Stop by, sign up, visit the Starcade Alumni and 

experience part of their past • (hint: games you can play) 



Classic Arcade Video Games 
Sales • Service • Restoration 

www.arcadeclassics.com 

Limit one validation per person. Must register at booth with valid ID. Good for any games in stock. Valid until 9/15/99. 



“For the Future of Gaming, Past and Present” 


A description will not do it justice, 

A picture is only two-dimensional, 

It needs to be seen to be believed, 
Touched to be made real, 

And experienced to be really appreciated. 
YOU DO NOT WANT TO MISS THIS! 


Visit our booth, you be the judge. 


Validation Number: 











“THE DEFINITIVE BOOK ON VIDEOGAME HISTORY” 


“A breathtaking detailed history of computer games” 

Alternative Press 


“The most comprehensive history of gaming available” 

Gamespot 


“In short, if you’re reading this magazine. You should own “Unbelievably comprehensive” Gamepro Online 

this book” Next Generation 


“Insightful, informative, and thorough summary of the 
history of home video games and video game 
systems...” Game Informer 

“Herman has done an outstanding job. Highly 
recommended” GameRoom 

“The ultimate game Bible..” Maniaci 


“After reading this book you will not only understand video 
games better, but the industry as a whole” 

EGh/f 

“Herman writes with insight born of love for his topic, and 
offers in-depth research and straightforward reporting of 
the events, deals, and conflicts that mark videogame 
history.” Electronic Games 



Also available 
ABC To The VCS 
$5.00 


SPECIAL CGE 
PRICE 


$12.00 


ROLENTA PRESS 
PO BOX 3814 
UNION, NJ 07083-1891 

(973) 564-7252 
rolenta@aol.com 
www.rolentapress.com 



FULL-SIZE 

COIN-OPERATED 

RAFFLE 



- OR - 



Las Vegas Pinball Collectors Club 

All proceeds donated to local Salvation Army 















TWIN GALAXIES' OFFICIAL 

VIDEO^iAMftaiftNBALL 
Si® BOOlf OF M 
WORLD RECORDS? 

Go to: w^.twmgalaxles.com toliM :; §; 

the CGE winners or to see f 

U||<#l^iist scoif|^ii»y game! 


twin Galaxies' Intergalpctic Scoreboard 
aboard for the World bf^deo Game am 
t, FairfleldllA 525®||f®-3882 f E-mail: Iwii 




*7win Qala^Ued 

INTERCALACTIC f ARCADE SCOREBOARD 






August 21 & 22 


Town & Country Village 
#1015 
San Jose 
August 21 & 22 

m| n -1 n g | g | 1 ® 1 BB ‘--s 1 ~ 8 


















The incredible 4-in-1 accessory for Game Boy Color* 




Snap it on and experience mind blowing sound and vibration. 
Good thing we put a killer grip on it. You II never play 
your color game boy without it again. 
^ Includes A/C adapter/charger. 

www.nyko.com 


IMAGINE NO LIMITS 


Find NYKO products 
at these fine stores: 



WS • I/S Babbagesa^® FuncoLand 

Bring Home Vte Fun 


software ^FftjpS 


©1999 NYKO Technologies, Inc. All Rights Reserved *Game Boy Color is a registered trademark of Nintendo of America, Inc. 













Now that you’ve gotten over the initial shock that we’re back on the scene, 
you’ve got to check out our new games. We’ve taken some of our classic 
games and given them a major face-lift, with updated graphics, gameplay and 
style. Plus we’ve added all-new titles, like Glover and The Next Tetris, with 
many more on the horizon. We may have changed our face, but we still have the 
same soul. Your couch better have a seatbelt, because Atari’s back. Game on! 


m 


©1999 Hasbro Interactive, Inc. All Rights Reserved. Frogger is a trademark of Konami Co, Ltd. ©1981 Konami. All Rights Reserved. All other trademarks are the property of their respective holders. 













